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Welcome. 


New worlds, visions and directions; as 
Sony and Microsoft battle it out at E3 
this year, we’ve got to adapt to a new 
idea in the field - diversity. 


The old questions no longer matter. There is a 
classic line of enquiry during developer interviews 
that crops up come a new console cycle that 
allows us to ascertain a few early indicators as to 
each console’s strength, measured against the 
system that'll always be at the forefront of technical 
prowess: the PC. The question, to paraphrase, is 
something like: “which version’s superior?”. 

Fielding that very line a couple of weeks ago | 
got the response: “It doesn’t matter”. 

It wasn’t a diplomatic reply, more that the entire 
line of questioning, in light of what Microsoft and 
Sony have introduced in the form of PS4 and Xbox 
One, has been rendered mute. Given the diversity 
and the differing markets each system is catering 
for, we can’t bank on system comparisons to be 
decided on graphical strength alone. 

As you read this we’re in LA at E3, the industry's 
yearly extravaganza as publishers reveal their plans 
for the coming year. We're finding everything there 
is to know about the new console generation (and 
coming up with new questions). See the future 
unfold at gamereactor.co.uk. Hope you can join us. 


GILLEN MCALLISTER / EDITOR-IN-CHIEF 


MIKE HOLMES 


Mike overcame two big obstacles 
this month: delivering a Best Man 


speech and overcoming his fear of 


flying to report on our first looks 
at both Splinter Cell: Blacklist and 
Call of Duty: Ghosts for this issue. 
He won't be drawn on which felt 
more of an achievement. 


First system played: 


PETTER HEGEVALL 


Gamereactor's Art Editor has seen 
his time over the last few weeks 
divided between working on new 
website layouts and burning tyres 
on the tracks of Grid 2. As a big 
racing fan and having loved the 
original, you shouldn't be shocked 
to read how he manages to laud 
yet demolish it in his review. 


First system played: /\(Aa7/ FR SY STE 


BENGT LEMNE 

Bengt's also tackling two large 
milestones this month; getting 
hitched and attending his tenth E3. 
While he considered doubling up 
honeymoon and work duties fora 
LA trip to remember, he’s wisely 
decided to spilt the two. Look for 
his GRTV reports on the website, 


First system played: 00)VIMUL 


RASMUS LUND-HANSEN 
David last month, Rasmus this 
month: the Great Dane has gone 
to great (geographical) lengths to 
check out the latest on what's sure 
to be one of the big titles coming 
inthe near future, But due to NDA 
he can't talk about it (yet). You'll 
find his barrage of words on the 
subject appearing very soon 


First system played: {FS 
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DAVID CABALLERO 

Our Spanish correspondent finally 
is able to talk about his trip (well, 
down the road for him) this issue 
as he reports on the first look at 
Castlevania: Lords of Shadow 2 at 
the offices of creators Mercury 
Steam. To say he was enthused by 
what he saw is a understatement. 


First system played: G/\WIE © 


CHRISTIAN GACA 


Gamereactor Germany's Editor is 
the man responsible for the words 
on Ubisoft's sci-fi thriller Watch 
Dogs in this very magazine. The 
breakout hit at E3 last year, it’s 
proving to be one of the most 
interesting titles in a slowly 
evolving next-gen line-up that's 
already got some big names. 


First system played: > 
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The main focus wasn’t on 
but on TV and sports 


Microsoft debut new machine: less console, more all-in-one entertainment system. 


The ultimate all-in-one entertainment system. At least, that’s how 
its creators billed it: last month in Redmond, Washington, Microsoft 
revealed their next-gen console, Xbox One. It’s set to be released 

around the world later this year. 

The reveal was both success and failure. Core fans came away without 
anything to savor as the presentation saw a heavy emphasis on television 
and sports, but the wider, casual perception of the event was much more 
favourable. Unlike the PS4 reveal, we were able to get a good look at the 
new console; and whilst many were surprised by the apparent size of the 
machine, its sleek lines make for a distinctive aesthetic. 

Xbox One is going to have plenty of power under the hood (though how 
it'll shape up to PS4 remains to be seen). It sports an 8 core CPU, with 8GB 
of System Memory (we're expecting DDR3 RAM, less powerful than the 
GDDRS RAM appearing in Sony's console). A S00GB hard drive is joined by 
a Blu-ray drive, an 802.11n wireless connection, HDMI in/out and USB 3.0. 
Kinect will come as standard with each console, and will feature a 1080p 
camera, a larger field of view, and will operate in a variety of different 
lighting conditions. 

The Xbox 360’s controller also gets an upgrade for its Xbox One version, 
with forty improvements to its design. The D-Pad has been reworked, the 


thumb-sticks have a smaller 
diameter and are easier to move, 
and the triggers have been fitted 
with magnetic sensors to 
improve sensitivity. 

Xbox One won't be backwards 
compatible, but Xbox Live Gold 
subscribers will be able to cross 
over from the current to next- 
gen. As we went to press it was 
still uncertain how both the online 
capabilities and future trade-ins would work (the former 
possibly requiring some regular updates, the latter potentially 
locking down the second-hand market in some fashion). There 
was a meagre spread of titles at the unveiling: glimpses of the 
next Forza Motorsport, Remedy’s Quantum Break and a tease 
of Call of Duty: Ghosts. Microsoft confirm that in the first year 
of launch there’ll be fifteen exclusive titles, eight of which will 
be new IPs. We expect games to take center stage at their E3 
conference. Go to gamereactor.co.uk for the latest. 


THE GREATEST 
SHOW IN 2013 


INDUSTRY E3’s on right now. Here’s 
what we expect to see in LA. 


ms The Los Angeles Convention Center plays host to the 
> most important industry event since 2005, the year 
that saw PlayStation 3, Wii and Xbox 360 revealed 

side-by-side. The longest generation cycle in history finally 
ends as Sony and Microsoft talk their visions for the future. 
And even if we've been informed of some of the plans 
Microsoft and Sony have, the gauntlet will be thrown down 
at E3 and we'll get to see and experience next-gen for the 
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first time properly. The show is also of vital importance to 
Nintendo, whose Wii U has been struggling since launch. 
They really need to show off some games that are capable 
of pushing hardware sales this holiday season and ensure 
that Wii U isn't overtaken by the newer, more powerful 
consoles in a heartbeat. 

ft used to be that E3 was full of game announcements, 
but in recent years most of the games on display have 
been revealed in the months leading up to the show. Yet we 
expect there to be some major surprises this year as the 
recent PS4 and Xbox One reveals were light on games. The 
show runs from June 11-13, with the event opening with 
press conferences on June 10 when Microsoft, Sony, EA 
and Ubisoft all host their own events around L.A. For news 
on those and the show, head to gamereactor.co.uk now. 
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GRAN TURISMO 
RETURNS TO PS3 


ICONIC RACER DUE 
LATER THIS YEAR 


Sony have announced the long 
awaited Gran Turismo 6 for 
PlayStation 3, with a release date 
scheduled for later this year. There 
is currently no mention of either a 
PS Vita version or PS4 edition. 
"Itis amazing to think that itis 15 
years since we first released Gran 
Turismo," said Kazunori Yamauchi, 
during the announcement at 
Silverstone Circuit. "We're pleased 
to deliver GT6 to PS3 as we have a 
very loyal community on that 
platform. However, we have 
refactored the game to make it 
very flexible and expandable, with 
a view to making many future 
developments. 

"| am very pleased with everything 
about the new game and the new 
additions, but the launch will only 
be the beginning for GT6. The 
game will continue to develop 
throughout its life. | already have 
many ideas for things | want to 
achieve in the next 15 years of 
Gran Turismo!" 
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winter period, 
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NEW CONSOLES 
At time of going to pre 
had no definite date 
the PS4 and Xbox One, but 
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One is confirmed as global 


Treat it as the unofficial start to the 2013 autumn 

release party... or the end of the yearly summer SAI NTS ROW 
video game drought. The second last week of IV: AUG 24 
August has quickly become the date to mark for 

the fall retail schedule in the industry. This year SA E THE DATE 


round there are a few contenders shouldering 


each other for the August 24 slot, such as the Wii U’s Wonderful 100 and Disney 
Infinity. But Saints Row, always a franchise release worth looking forward to, gets its 
fourth instalment this year. The series has embraced the humour that GTA has left 
behind in its strive for realism, and twisted it into some very oddball places. Whether 
Saints Row IV lives up the The Third is unknown, but we’re eager to find out. 


TITAN MOVED iiz 


NINTENDO AND 
SEGA PARTNER 


New three-part Sonic deal has 
hedgehog exclusives to Wii U and 3DS. 


Nintendo and Sega have joined forces for a new partnership featuring the 

latter's iconic Sonic the Hedgehog, a deal which includes three Sonic titles 

releasing exclusively on Nintendo’s platforms over the coming months. 
The first of these is Sonic Lost World, an action-adventure platformer which is 
being developed for both the 3DS and Wii U. The deal will also include Mario & 
Sonic at the Sochi 2014 Winter Olympic Games, which is in development for Wii 
U, while a third, yet to be revealed title is still in the pipeline, though at the time of 
going to press Nintendo and Sega remain tight-lipped as to what it might be - the 
details are expected to be part of Nintendo’s E3 plans. 

While it’s a headline that may still unsettle fans of both companies given their 
rivalry during the height of the console wars during the 1990s, the union is an 
unsurprising one, given the success of the hedgehog’s Nintendo titles over the 
past few years, with both Sonic Colours and Sonic and the Secret Rings, Wii 
exclusives, scoring well with critics and fans. As both companies try and find their 
family-friendly feet in a market that’s expanding beyond the core consumer, it 
makes sense to join forces with such a partnership. 

While E3 is expected to show much more of Lost World, we do know that the 
game will feature a range of competitive multiplayer modes, while the 3DS version 
has exclusive stages and features. 


ority of the team helps out on other projects 


Pros and cons 
of the month, 


TALKING E3 AND 
THE NEW 
CONSOLES 


While the showfloor is likely 
quiet with a smaller release 
schedule for the next while, E3 
will be buzzing as publishers 
show off what they've got for 
the new console generation. 


BACK STASH 


While we hear complaints 
each year at the lack of games 
released over the summer, it’s 
perfect time to work through 
the stash of games that have 
built up over the past year. 


TURNING OVER 

A NEW LEAF 

Animal Crossing fever is taking 
over the office this month. As 
we try and cover all the angles 
of E3, we're also trying to find 


the time to do some gardening 
around our towns, 


CALL OF DUTY 


its been the king of the hill for 
this past generation, but even 
we can't drum up excitement 
for Ghosts. Is it time to take a 
break from the yearly cycle? 


XBOX ONE 


Not the reveal itself, but rather 
the confusion afterwards, as 
stances on particular subjects 
such as pre-owned and online 
were left behind vague replies 
- We needed clearer answers, 


1666 SUSPENDED 
1666, the ex-THQ project by 
Assassin's Creed creator 
Patrice Desilets has been 
halted by new owner Ubisoft. 


ies 


SQUARE-ENIX 


REMASTERED 


Hands-on with HD 
remakes, new takes on 
franchises from publisher. 


Remakes are fertile soil for publishers. 
This generation saw multiple collections as 
well as HD remakes of previous era titles 
appear at retail, capitalising on brand new 
games in franchises, anniversaries and the 
occasional cult oddity finding new life in 
new boxes. 

With a long legacy of RPGs as well as 
other adventures behind them, publisher 
Square-Enix has been able to mine their 
back catalogue for some years, seeing the 
likes of Final Fantasy titles ported to IOS 
and PSN. However, the company is doing 
something different over the months ahead 
with newly remastered versions of two of 
its franchises: Final Fantasy and Kingdom 
Hearts. 

The latter series, which crosses those 
characters from Square titles with icons of 
Disney animation in action-RPGs, has a 
sprawling and complex history of tie-ins 
and interweaving stories. Square’s going 
back to the very first title, the 2002 PS2 
original, and pairing it with the PS2 version 
of side-sequel Re: Chain of Memories (the 
first time the title’s getting a western 
release), as well as cinematics from 358/2 
Days, and along with a HD upgrade are 
offering a number of added improvements 
and tweaks that are unashamedly for fan 
service only. The compilation, entitled 
Kingdom Hearts HD 1.5 ReMix, will be 
released this September. 

Along with that game, we also finally got 
hands-on with the HD remake of FFX, 
which Is coupled with its sequel X-2 and 
due out on PS3 this winter (the PS Vita 
versions of the games come separately). 
The 1080p HD conversion makes a huge 
difference, as Square showed us 
comparision shots with the PS2 original. 
Sadly, the voice-acting is as bad as ever. 
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Three lives and the world’s biggest sandbox: is this Rockstar’s most ambitious title yet? 


Los Santos and Blaine County, our home for the duration of GTAV, is big. 
Really big. Our first introduction to what's billed as "the ultimate open world 
game" is a panoramic one, as we're perched on the leg of a helicopter hovering 
high above GTAV's west coast, the sprawling countryside that is Blaine County. 
Dirt roads riddle the hills below, a huge body of water that reflects the day's sun, 
and in the far distance, the outline of the city of Los Santos and its skyscrapers. 
What’s promised as the biggest sandbox yet also is billed with the biggest range 
of content to be seen in a GTA game: everything across the land tailored towards 
extreme diversity, both geographic and cultural. 

The game will be built round the trio of very different personalities: Franklin will 
be joined by retired criminal Michael and his ex-occasional partner in crime Trevor. 
The narrative will play out akin to a TV series, with plot lines interweaving as story 
dictates. But at any point during the game, you can bring up a character selection 
wheel and flip between any of the three anti- 
heroes. Each will carry on their day regardless of 
whether you're wearing their skin or not. 

The switch system's fast and slick: a quick tap 
and we pull out to a overhead map; there's a 


Across all three lives and 
the world they live lies the js G74 iost its iove of bullet ballet. 
shadow of a cowboy 


quick pan and zoom and - boom - we're in someone else's shoes. The idea is to 
give you a better overview of the different livelihoods, perspectives and - there's 
that word again - diversity of the sprawl. We get a glimpse of those lives in a 
hands-off demo at Rockstar’s offices. Skydiving with Franklin, wandering the city 
streets with Michael, waking up near-naked on a corpse-covered beach with 
Trevor, who escapes via boat. 

Across all three's lives and the world they live in lies the shadow of a cowboy. 
The impact of Rockstar’s Red Dead Redemption is felt throughout GTAV, lessons 
learnt then implemented here in a modern day setting. Los Santos residents now 
share space with the local wildlife and its thriving ecosystem. Dynamic events also 
factor in, exampled by Michael rescuing a local celebrity from pursuing paparazzi, 
driving her through the city and into suburbia. The celeb’s disbelieving chatter at 
Michael's obliviousness to her fame mid-chase is fantastically delivered: even as 
GTAV stretches itself trying to deliver the most realistic 
sandbox world this generation's seen, it still hasn't lost 
the humour that's another franchise trademark. Neither 


Rockstar pay reference to GTAIV's Three Leaf Clover 


mission, how feedback prompted them to examine the setup and carry over aspects 
from it to here. Showstopper Heists will be spread across the game, multi-part 
missions that are as big on the pre-heist planning as their execution. 

The ability to plan every detail of a Heist before kick-off, as well as recruit crews for 
these jobs, and worry about the split in profit after, would be any other developer's 
whole game. Here they're just one bullet point of many. The mission we see today is 
a smaller heist - note the lower case 'h' - but gives a teaser as to what we should 
expect from the big league missions. 

As the heist unfolds, we cut between the characters, first at the game's behest, to 
set the scene and to also give us an understanding of the space we'll be operating in 
for the next short while. We get to play the important beats of the story - Michael 
driving to the hit point and pulling the van in place, Franklin roaring down the 
adjacent alley and into the side of the security truck that's just been stopped by our 
makeshift barricade - but as wailing police sirens come closer and we transfer into a 
street gunfight, it's up to us who we want to play and when. Michael and Franklin 


jump behind nearby barricades, and it's cue battle royale with the police. Switching 
between characters mid-mission is instantaneous, and purposefully not only gives 
you a better view of the unfolding chaos but grants you a tactical edge in battle. The 
idea is that there'll never be a dull moment, and with character stats and special 
abilities (Franklin can slow time while driving, Michael the same during gunfights, 
Trevor can deal more damage with fists) you'll want to swop around. 

Personalising the pre-planning and exit strategies addition is a canny move. Not 
only does it give you a heavier investment in the story, but it gently directs, and 
rewards, players for exploring their city for potential blind spots, vehicles, disguises 
and more. Given the size of the game - bigger than San Andreas, Liberty City and 
RDR combined - that's a lot of ground to cover. 

It all tots up to a staggeringly impressive first impression. Rockstar's working hard 
to offer the most diverse, open-ended, wide-ranging sandbox world. One problem 
though: entering Los Santos is easy. Leaving it any time soon mightn’t be. 

Gillen McAllister 
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CASTLEVANIA: LORDS OF SHADOW 2 


Vampire’s reign as Konami's franchise returns to tell the story from Dracula’s perspective. 


Dracula sits on his throne, drunk with blood, surrounded by riches and chaos. 
It’s a hell of a welcome to Madrid, as we settle down with studio Mercury Steam 
to see the conclusion of their multiple era-spanning reimagining of the series. 

The former Belmont's presence, as he lounges serenely awaiting the arrival of 
invaders laying siege to his castle at the demo’s start, captures our attention. The 
next thirty minutes of gameplay only whets our appetites. There’s one last blow of 
the battering ram at the gates. Last swig from the cup. Time to attack. 

Those first unfortunates entering the hall already know they're about to die. The 
mere presence of the vampire makes them shudder, his strength overwhelms. He 
still doesn't jump or run: he just walks around, dealing graceful lashes with his 
whip. Each strike extracts some blood from his opponents, and if they resist, it’s 
time to savage their necks and up the PEGI rating. For Dracula's personal wine 
warmers are actually "the fuel for your abilities", as we learn later. The resulting 
violence doesn't feel unfitting. 

From the red fluid to the blue of the Void Sword, 
with which the fearsome vampire loses the range 
of the whip but gains some flashy mid-distance 
slashes and the ability to absorb an enemy’s life. 


The resulting violence 
doesn’t feel unfitting 
given its Dracula 


Dodges, blocks and air combos join the repertoire when unexpected guests' 
numbers exceeds the boundaries of courtesy. Those who are heavily armoured 
are tackled by the third of the arsenal trio, the Chaos Claws, wielder of yellow 
flame and with which the vampire is capable of breaking defenses and shields in 
closer combat dances. 

Those who finished the 3DS Castlevania title Mirror of Fate - which played as a 
bridge between the two Lords of Shadow games - got a teaser. Red, blue, yellow. 
Blood, Void, Chaos. Ingredients of a new combat system designed "to make hack 
‘n slash more meaningful and strategic". So you take into account what to collect, 
which weapon to use (switching even mid-combo). You’ve got to be careful and 
pay attention, as any hit received ruins this dynamic, And if you're as ambitious as 
the protagonist, you'll later want to reach Mastery for every weapon in the new 
combat skills tree. 

Dracula's welcome both dissuades invaders and 
persuades journalists to his strength. Mercury Steam 
wants the player to feel his power, and thus leaves us 
eager to taste it. However, won't this be too powerful? 
Only at the beginning and the end, it seems. In a sudden 


twist (and for some yet unknown reason) the Dragon is divested of his powers and 
must recover them throughout the game. 

But surprises are not just in the new and versatile multi-weapon combat system. 
Bragging about detail and atmosphere, Alvarez manually rotates the camera multiple 
times, showing the player's new freedom of view. "If you leave it untouched, it turns 
back to auto so it still provides the best angles", he explains while playing. 

New design choices aren't limited to the new free camera, either. Exploration and 
platforming sections are now bigger and more prominent. From the corridors of a 
Castle that "is a character itself" to the streets of a modern city (but which doesn't 
lose the gothic style). 

The section demoed, getting out of the castle shows an agile Dracula who scans 
the structure of the hall in a move that recalls the latest Batman games, and who 


highlights possible anchor points (a visual aid that will be switched off in hard mode). 


The speed and accuracy of jumps is further evidenced during the battle against a 
Titan that closes the demo. This enormous beast, whose goal is to end the castle's 


siege, presents the Dragon with the first true challenge with its climable body, which 
plays out as moving stage. Fighting on top of moving parts ond timing leaps between 
mechanisms, all while the Golden Paladin - a winged knight who could've been taken 
from Saint Seiya's roster- fires his arrows from the air. 

This climb of the Titan makes the design and camera work shine again. Its 
termination, with Dracula vomiting the blood of those he killed on an orb, serves as 
another reminder of who this game is about. It's also made crystal clear to the 
Paladin, after one final clash in combat, and before the worst of the endings for 
leading the siege. "Your God showed me a different path", concludes the Prince of 
Darkness when dealing with him. 

Castlevania: Lords of Shadow 2 truly impresses on both a technical and gameplay 
level. If the spectacle holds while combat and exploration deliver their renewed 
promises, it'll become one of the most biting titles of the year. The Dragon's 
confidence and insolence are absolutely justified. 

David Caballero 
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Yes, that’s an iOS game you’re looking at. The Fall is a side-story to Deus Ex: Human 
Revolution, complete with the same mix of stealth and combat mechanics, first-person 
and third-person angles, branching conversations, augmentation options. It weighs in at 
around five to six hours of gameplay, and yes. It plays out on mobile. 

The game is a collaberation between key members of Eidos Montreal, novelist James 
Swallow, who’s characters in Human Revolution lead-in book /earus Effect, Ben Saxon 
and Anna Kelso, are core to the story, composer Michael Mann, who's back with a new 
score, and New Jersey-based development studio N-Fusion. The game’s releasing this 
summer on iOS (the team are keeping quiet about an Android version for now) and will 
be playable across iPad, iPad Mini and iPhone. 

We went hands-on with the game during its unveiling, and graphically it looks fairly 
close to the home console versions, the game’s iconic gold and black visual trim 
lending a softness to the sharper curves expected from 
character models and environments on a mobile version. 
There's a multitude of game control options on offer, with 
the traditional virtual twin sticks complimented (or bettered) 
by a variety of touch and tap-based options, as well as the 


with augmentations or standard weaponry. There’s a big 
sub-menu in options dedicated to tweaking it as you want. 


Due to the format 
there’s a huge list 
choice of manual or automated systems for taking out foes of control options 


INTERACTIONS 


A concession to the format shift has 
he team do ay vith the 
jump command in the game - you've 
know got an automated ‘vault’ input 
de the usual crouching and 
takedown options when working 
through the world 


According to Eidos Montreal, the title has been worked on for some twelve months 
now, and is considered by them as a proper entry rather than curious offshoot, Opening 
aside, it’s set during the time frame of Adam Jensen’s recovery period, and while the 
Sarif agent won't be making an appearance (at least that’s what we're told), there will 
be some familar faces in the form of the mercenaries that clashed with Jensen during 
his adventure. In fact when we join Saxon at the game's start, he’s on the other side of 
the fence, working alongside the mercenaries, until events transpire that causes him to 
question what he’s doing with his life. 

Ben Saxon is ex-S.A.S and as fully capable as Adam in a fight or flight situation. The 
main thrust of the story's still under wraps, but it has something to do with him forced 
into active duty to track down the drug Neuropozyne, required by those augmented to 
keep ticking over, an issue that’s afflicting Sarah when we join the two in the story. 

Augmentations are still a big part of the game, Collecting Praxis 
letting you upgrade your cybernetic body for increased athleticism, 
power and abilities such as invisiblity. While It’s not a straight lift 
from that which was on offer in Human Revolution, there’s twenty- 
four unique abilities in Augmentation, and the bulked screen is 
enough to prove this isn’t a trimmed down version. 

While you'll still need to build up an arsenal of weapons, as well 
as decide whether you favour stealth or aggressive engagements, 


in The Fall the suitcase of Human Revolution has been ejected, allowing you to stack the twenty 
plus guns expected in the game and customise them to your heart’s content. There will be the 
option to pay your way, but we’re promised you won't need to spend any more than the cost of 
the initial App purchase (somewhere around a fiver at current estimations) to get everything you 
need out of the game. 

The team is concious of the format's interface, trying to give players both the classic control 
scheme and a simpler version (the latter more to attract a wider audience). While multiple icons 
and changable drop-down menus are keep as subtle and as natural as possible along the rims 
of the screen, coupled with the choice to tap targets and cover points, it can get overwhelming 
quickly. Our five minute play far too short to see if we'd acclimatise to the setup; the multitude of 
inputs may lead to a cross-pollination of styles, as everyone settles into what works for them. at 


least everyone can agree the hacking mini-game Is going to work just fine with a touch screen. 

We played on the iPad, though a iPad Mini version was doing the rounds as well, and given 
the estimated game length, we can’t help but think the smaller tablet - lighter than the original, 
as well as more screen space than a iPhone, will be the way to go. But The Fall looks promising. 
Gillen McAllister 


ALIN ONE 
AllDrive subtracts the need for 
lobt 
pon 


s driving over to 
id diving in whether 
its live or not 


NEED FOR 
SPEED: RIVALS 


It’s time to take to the starting grid. Again. 


Pe PS3XBOX360 | 


New studio Ghost Games gets the Need for Speed. With Rivals they 
look to carry over the experience of the Criterion team - a team heavily 
involved with Rivals - increase the freedom and amount of diversions 
available in the open world.Criterion’s Creative director Craig Sullivan is on 
loan from his studio, swopping Guildford for Stockholm as he and sixty or 
so souls are working alongside the studio, which was set up exclusively to 
work on racing games, and the Need for Speed series. If this cocktail was 
not potent enough, the entire physics team from Swedish hardcore racing 
sim studio Simbin have been hired to work on the project as well. 

At the core of the new Need for Speed is AllDrive. It's the name for what 
is basically the player experience - a seamless blend of singleplayer 
content and multiplayer action. You're not just visiting another player's 
world and competing in their races, but you can both be working towards 
your own singleplayer objectives - or just engage in multiplayer diversions 
along the way, asynchronous or synchronous. It sounds a little abstract, 
but the idea is for the entire game to be one organic experience. 

The developers have also been tasked with building an Al that should 
act and behave the same way a human player would, the objective to 
reach a point where players cannot tell the difference between the Al or 
human counterparts. The idea is to not allow the Al to cheat - they won't 
exceed top speed in order to catch up, they won't slow down if they get in 
front. They will, however, make mistakes. 

As far as the core features, they will be the same across all the versions, 
including this and next-gen. We’ll soon see whether the core racing 
experience, not the visuals, is still king, 

Bengt Lemne 
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CALL OF DUTY: GHOSTS 
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Activision touch on the tech behind the next-gen vision of its biggest franchise. 


“We talked about Modern Warfare 4. But this was the direction we wanted to go”. 
At the unveiling of their next COD installment, Infinity Ward's Zach Volker stressed 
that a line’s now been drawn under the studio’s previous entries. Viva la Ghosts. 
Even after reveal, and the teaser trailer that ended Microsoft’s Xbox One event, 
much of the game remains a mystery. What we do know is that the story is to be 
centred around a team of élite soldiers, trained using military techniques cherry- 
picked from across the history of warfare. The story has been penned by Oscar- 
winning writer Stephen Gaghan (Traffic and Syriana), and the team are guarding 
the finer plot details very fiercely. What they let slip would fit on the back of a 
postcard: America is, once again, on the back foot, buckling under the pressure of 
a new super power. The story kicks of with "a mass event", with American forces 
on their knees. We're to assume the role of underdog, battling superior forces, in a 
team made up of the remnants of U.S. Special Forces. 
For those who remember battling on the lawn of 
the White House in Modern Warfare 2, it'll be a 
familiar notion, though who this big new threat is 
remains to be seen. After the dust has settled 
following Activision's presentation, we're still none 


After the presentation 
we’re none the wiser to 
the story details 


the wiser in regards to the fictional political landscape of this new chapter. 

While concrete plot details may be thin on the ground, we can speculate that 
Ghosts will steer away from the crazy futuristic exploits of the Black Ops strand of 
the series, instead focusing on a more plausible, realistic scenario. What we do 
have a much clearer idea about is the technological leap we can expect to see 
when Ghosts launches later this year, particularly for those who pick the game up 
on next-gen consoles. Those who stick with the current generation will still get the 
traditional CoD offering - that is to say fluid 60FPS gameplay, bombastic set- 
pieces and a comprehensive multiplayer suite. However, the next generation of 
Call of Duty titles are definitely going to look the part. 

There's a couple of technological advancements that are going to standout, the 
most obvious being SubD. Designed by Pixar, the tech increases the polygon 
count of an object the closer you get to it, meaning that surfaces are now 
incredibly smooth when inspected closely. The result, at 
least on the demo that we were privy to, was once 
hexagonal gun sights are now perfect circles, and 
environments have a visual fidelity unlike anything we've 
seen from the series to date. 


One thing we're going to see is a massive improvement in is the dogs that feature 
in Ghosts. This is particularly important because they're going to be on your team, 
not just nipping at your heels (or at your throat), as has been the case in previous 
iterations. The mutts have been motion captured, just like their bipedal counterparts, 
so their movement looks incredibly realistic. They're going to add an extra layer of 
protection for the team, and will carry out tasks like sniffing out explosives. Infinity 
Ward promise that we'll care about our canine friends in a way we haven't before. 

Also set to appear in Ghosts are dynamic multiplayer maps. There's to be game 
changing events taking place in the midst of combat, from things like floods, to player 
driven actions - doors, explosive traps etc. These additions should inject some life 
into the online scene, which while enduringly popular, could do with a refresh. 

We're shown plenty of images that demonstrate how Infinity Ward are going to 
bring the series forward into the next-generation. These renders are followed by a 
tour through a dense jungle. Light pokes through the dense canopy, and water 
trickles down a mountain stream that is surrounded by foliage. Infinity Ward's Mark 
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Rubin took great pleasure in demonstrating the increased polygon count. 

We're shown some gameplay, with a pair of Ghosts deep underwater in full scuba 
gear, sneaking through enemy lines in order to take down a sonar-blasting warship. 
It's quintessential CoD, with the characters following a seemingly linear path along 
the ocean floor, taking out underwater patrols as they move into position. Overhead 
there are boats and aquatic patrols milling around, as with classic sniper levels like 
"All Ghillied Up", there's the tangible feeling that one misstep and all hell will break 
loose. They eventually find themselves secreted inside what looks like a submerged 
lighthouse, and from their vantage point the two soldiers fire a torpedo into the hull of 
the vessel, destroying it and sending an avalanche of military equipment down into 
the depths. 

We know the game’s going to look the part, but we still don't know anything 
substantial about the game's plot and it's difficult to get excited about Ghosts when 
there's so much left to find out. Roll on E3 for (hopefully) more. 

Mike Holmes 
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Is Ubisoft’s social network title the secret weapon in the publisher’s portfolio? 


Watch Dogs has the potential to be something very special. Set in the networked 
open-world of Chicago, that for years now has seen its services run and recorded by a 
central computer system; CTOS. It manages everything: ATMs, subways, traffic lights, 
cameras inside and outside of buildings, the very lives of those in the city. Yet the OS 
can be hacked by the game’s protagonist Aiden Pearce, who as a result has full access 
to the city through his smartphone. 

Aiden knows the power he has, and uses it. Uses it to protect his family, even if his 
methods are somewhat subversive. He stalks his sister, constantly monitoring her. First 
only at her house, but soon mapping out her life across the whole city. It's his power as 
well as his curse. He sees too much. And while Aiden’s story is strictly linear, the rest of 
the game isn’t. Aiden's motive is revenge for a death, and he wants to atone for it by 
directing the city as a weapon against itself. 

To that end there are many options. All actions in the game world contribute to the 
story, but they don't change it completely. It almost 
seems as if Watch Dogs could succeed in being the 
first video game that really associates so many things 
with each other. Everything should, therefore, affect 
everything else. And we can actively influence a lot. 


Everything is connected, 
and we can influence all 


As he passes by people, Pearce scans them, but this is only possible if he has power 
in his smartphone. If connectivity is missing, we need to establish it first. For this, we 
"only" need to hack into the CTOS distributed hubs in Chicago, to unlock the power 
grid and thus the relevant part of the map. 

The hubs are well secured, noted when hacking one of the surveillance cameras, 
which also provides us with profile information. We could proceed smoothly and quietly 
to stun a guard from behind so as to find a way to the interface that needs hacking, or 
you can simply wade in with full military force. Alternatively you can stay out of the way 
in a secure position and try to deliver the hack via skillful interplay with surveillance 
cameras. Or all of the elements can be combined, for a mission fails only when Aiden 
Pearce dies. Otherwise Freestyle is possible: it's even part of the concept. 

The game is built on a few key elements: foot and car chases, gun battles, as well as 
the hacks - and everything can be combined seamlessly. Using the focus function puts 
the game in slow motion. We can shoot three types of 
projectile, or drift in and out of heavy traffic with ease. The 
purpose of focus is to utilise your skills. The entire game is 
designed so we learn to use all the possibilities, to play the 
game the way we want to, to make it our own. 


The world is a convincing one. There is completely correct simulated wind blowing in 
Chicago, which affects the trajectory of bullets, or the water splashing from puddles. The 
cars look fantastic - a trashed Camaro with paint damage rests at the roadside in a run- 
down suburb. Exhaust gases waft from the pipes of waiting cars. When we race off ina 
roar, it's inside a cloud of exhaust smoke and tire rubber. 

The missions in the main story are organic, and they're largely open. There are many 
ways to reach the end of the game, and over one hundred missions between us and that. 
Even the players themselves are interconnected. The developers plan that the solo and 
multiplayer parts of the game (and players on mobile platforms) are connected with one 
another - often without the player even really noticing it. We will help each other or stand in 
each other's way, chasing each other while we think it is simply a guy controlled by the 
CPU. No specific multiplayer modes were shown, only an augmented reality game called 
Invasion. This can be purchased in the App Store in-game. Then we can play as Aiden 
Pearce in a brightly coloured augmented reality game against real players in MP. Just an 
example of how crazy Watch Dogs can be when you think about it. There are 


leaderboards, and the potential to get lost with this casual side game. Just like in real life. 

If you shoot and threaten people you get into trouble. Passers-by will call the police 
immediately. You can snatch the phone from them in order to defuse the situation. Fleeing 
works too. Shooting people is another option. Or you can wait and look for the inevitable 
confrontation with the police, which quickly leads to long escape sequences. All actions in 
the game influence our reputation, which in turn affects how the world reacts to us. 

We can interact with buildings, learn about the history of the city and the individual 
properties, and what the people that dwell within are up to. They can be watched by 
surveillance cameras and, for example, we can steal their number plates to sell them later 
and unlock that type of car for our own use. 

As packed and overflowing with possibilities as it is, there are concerns. Hacking while 
driving and fleeing, setting up blockades at crossroads to appear and halt pursuers, or 
opening garage doors, is nice once or twice. Yet the repetition of these throughout the 
game may be the biggest problem. Still, we look forward to be proven wrong. 

Christan Gaca 
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Resident Evil’s creator returns with the rebirth of the survival horror 


It’s not difficult to spot The Evil Within draws inspiration from Resident Evil. 
But then, we shouldn’t be surprised: creator Tango Gameworks was established 
by Shinji Mikami, the man who defined the genre in Resident Evil and who later 
reinvented the genre again with Resident Evil 4. This title sees him returning to the 
full-blooded interpretation of the series that made his name. 

We'll be assuming the role of police investigator Sebastian, who receives word 
on a major incident at a mansion that has been turned into a hospital. You arrive 
at the scene with two colleagues, and are greeted by a foreboding scene. Rain 
falls onto abandoned police cars; occupants, guns and ammunition are missing. 
As the three officers enter the hospital they're greeted by a reception full of dead 
patients, hospital staff and police officers. A quick review of the surveillance 
system in the next room shows how three officers empty their guns at an invisible 
foe that swiftly takes them out. Before Sebastian knows it he's been knocked out 
and he wakes up hanging upside down in the 
meat locker and things... things get grisly. 

The gameplay mechanics remind heavily of 
Mikami’s old franchise as Sebastian limps through 
narrow, sparsely-lit passages as he tries to flee 


Everything is grimy, akin 
to the Silent Hill series 
for all the sickly detail 


from the chainsaw-wielding butcher responsible for hanging him. But there’s also 
a few new features. During a sequence when Sebastian momentarily evades his 
would-be-killer in a series of offices, a button press drops him to a crouch, 
allowing him to sneak past undetected by sticking to shadows and timing his 
crawls as the killer’s back is turned. He also uses a thrown bottle to distract his 
pursuer, and we finally hide out in a closet to give the guy the slip. Tactics we're 
used to in stealth games, and make a weclome addition to the tense pacing here. 

Another important feature introduced are the traps. These come into play when 
Sebastian has to hide in a house (in a scene not unlike a certain sequence in 
Resident Evil 4) laying traps at windows as glowing-eyed creatures smash glass 
and climb through to attack. 

The game will be roughly structured into two; larger exploration sections, where 
we salvage items and weapons, and uncover the mysteries of what’s going on in 
the hospital, and more linear horror moments that play 
out with cinematic relish. There’s also a few other things 
confirmed: it’s single player only, there’s no escort type 
missions, and - surprisingly - there’s no quick turn 
option to get yourself out of tight scrapes. 


Wherever we'll find ourselves, as the hospital’s interiors tend to warp unexpectedly 
and toss things at us that may be real (the entirety of the outside world demolished in 
some massive earthquake) or hopefully not (a river of blood that gushes down the 
corridor at us), everything’s covered in a grimy, sickly detailed visual style that 
reminds more of the Silent Hill titles than the cleaner type seen in Resident Evil. 

Scored over every scene is an unpleasant ambient soundtrack that cuts into the 
brain. It’s all built to unsettle, and while the standard enemies seen so far are fairly 
similar to the villagers in RE4 for movement and attack patterns, The Evil Within is far 
from regurgitating old glories, as the demo ends with a multi-limbed, long haired 
creature spewing from the floor, like some hellish terror from an Asian horror flick. 
Uncomfortable doesn’t quite cover it. 

The Evil Within sees an opening where, for once, the market is starved for horror - 
that is, ‘proper’ horror. There is no denying the demise of the survival horror genre 
over the last few years. The franchise Mikami helped create has moved away from its 
roots, providing us with something more appropriately labelled survival action, and 


the same can be said of other franchises. We talk to publisher Bethesda in light of the 
game’s British debut as part of the publisher’s pre-E3 showcase, asking if there’s any 
line that the game’s made sure not to cross in trying to recapture the stomach-turning 
ugliness that the genre’s lost over the years. There’s talk of correspondence with the 
developer and continued amazement as to what he and the team are bringing to the 
table. But underlining it is a hefty respect, that not only has the man earned the right 
to be trusted in his creation given his experience, but he’s also surprising them with 
what he’s working on. 

With a non-specific release date of next year, it’s clear there’s still some work to do 
on The Evil Within. Balancing issues are being worked on, while the HUD we see is 
still not final. But even with this tease, we’re already finding stomachs are starting to 
turn (in a good way). The title fits into the growing trend of games that treat their cast 
not as superhuman monster hunters, but regular joes thrown into bad situations: the 
core to most classic horror stories. Prepare to run, a lot. 

Gillen McAllister 


BATMAN ARKHAM 


An unsurprising announcement for a surprising game: we were there in London when the 


Dark Knight’s prequel title was first shown to the world. Welcome to a unfamilar Gotham. 


\It'snota Sequel. It's not developed by Rocksteady. Kevin Conroy's not Batman. 
‘These i e sort of concerned questions you'd get or expect from your usual 
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_ In Detective mode, you reverse-engineer the scene 


It's a much bigger world, with fast-travel via Batwing now an optional necessity. 
Yet layered into this expanse are multiple mission lines to choose from. For 
instance, you've got to hack a series of tower networks hidden around Gotham 
before you can call the Batwing in that area. There's also Most Wanted missions, 
Crimes in Progress, as well as the main story and the general scum to clean up. 

The first change: you'll no longer be gated from progression through any of the 
side-missions. Whereas Arkham City tried to keep everything at an even pace and 
withheld triggering the next story beat until a certain point, in Origins you can carry 
on until you see a mission through. The studio warn that some challenges may be 
too tough early in the game, and there's a need to build your XP and upgrades 
(now rejigged to give a sense of progression and underscoring the benefits it'll give 
you) before tackling certain situations. 

The second, most significan’ in Detective mode. The Dark Knight's 
mental agility - and ours - w: lement Rocksteady grappled with in 
testing dynamically in the p . resulting in a somewhat simple 
breadcrumb trail or spotting , Wayne tech taking the nee 
thought out of the equation (aside from spotting those Riddler question vai 

In Arkham Origins, you have to reconstruct crime scenes, using a mixture of your 
cowl tech and retracing bullet lines and scouring rooms for clues, to solve what 
really happened. There'll be only a couple on the critical path to introduce you to 
the concept, and the rest are left dotted around the city for you to dig into at your 
leisure, as the GCPD are too busy tackling the crime “as 

don bodies 2 and 
objects, allowing you to watch an A.R. reconstruction through your cowl. 
joint you can stop, rewind or fast-forward the scene and move to another 
room to investigate, and as you discover more clues, they're added into 
replay. This all happens without a loading screen or shift to a different play 
ll in-built as part of the cohesive experience. It already looks like a 
ddition to the series. 


Warner also talk about Batman's younger age. This isn't exactly Year One, but a Penguin to a cruiser liner anchored at port, and comes across him torturing Alberto 
Dark Knight still cutting his teeth at crime fighting ("Before the Legend" states Falcone. After a brief fight we head into the bowels of the ship in pursuit of the 
developer). They mention he'll make mistakes. A comment not elaborated on, but, escaping Penguin, and end up in a massive hall, a half-destroyed theatre, and we 
based on the fluidity of the combat sequences we play, will likely be shown in the click straight back into Predator mode, swinging between gargoyles and ducking 
story elments rather than being gameplay-driven. down into underground vents to attack guards. It's 


We'll also see him rub the law the wrong way, as the 4 oo 2 .. back to the bigger scale that was more prevalent 
— This is Batman Begins, the _ ‘ 


GCPD treat him as an unknown and dangerous entity, in Asylum than City. 


his first interactions with a younger James Gordon hero “before the Legend” Here, and our time outside, highlights that 


(now "more like an action hero"), and how the ' e Warner haven't gotten everything right in 
corruption of GCPD is at an all-time high. While the the developer explains introducing new mechanics into the game, but 
touchstone for the story is the Legends of the Dark what they've introduced and realised doesn't fit 
Knight comic series, there's more here of the Long Halloween and Dark Victory. with the universe, they've cut out. A floating gun-toting Drone, which'd have 
two critically acclaimed maxi-series that charted the transfer of power from the featured in the Predator rooms, has been torn out as it upset the balance of those 
crime families to super villains (and something touched on in Nolan's Dark Knight mechanics. 
movie) in Gotham. The demo ends with Batman stopped dead by Slade Wilson, also known as 

It's apparent in a scene from the gameplay demo as Batman tracks down the Deathstroke. One of seven assassins that’ll appear during the game, all seeking 


Batman's head to claim Black Mask’s bounty on the Dark Knight. The seven won't 
line up in a row either. Instead some will team up, others clash. Plans will overlap. 
But Wilson, who also appeared in Injustice: Gods Among Us, is a fearsome 
assassin and tactician in the comics (taking out the Justice League single-handedly 
in Identity Crisis) and while Black Mask may be taking over the Joker's role in 
Origins as the one pulling the strings, expect Deathstroke to be a thorn in Batman's 
side for some time - he's on par with the Dark Knight. 

Visually the game looks as good as Arkham City, and even if certain landmarks 
still stand out still in the skyline, don't expect Gotham to be the same; there's been 
a lot of redevelopment in the city between Origins and the other games in the 
timeline. Surprises are still to be expected. 

The new team know full well they've an uphill struggle ahead of them, not only to 
match fans expectation but also lug the huge weight of Rocksteady's genre 
redefining work. Don't expect a revolution in the Batcave, but this may not be the 
cynical cash-grab you'd think it be to either. Consider us hopeful. 

Gillen McAllister 
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IT’S BEEN A LONG HARD ROAD FOR SAM FISHER, WHO’S WEATHERED THE 
STORM OF GENERATIONAL CHANGE AND THE DIFFICULT EVOLUTION OF 
THE STEALTH GENRE. WE HEADED TO TORONTO TO TALK TO THE TEAM 
TASKED WITH THE IMPOSSIBLE MISSION: RESSURECT THE BATTERED HERO 
AND MAKE HIM RELEVANT ONCE AGAIN. WELCOME TO FOURTH ECHELON. 
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The first thing that strikes me about Toronto is how tall the city is. It’s a 
stark contrast to that which I’m used to; the flat agricultural landscape of 
Norfolk. As we transfer from the airport, we scuttle through the shadows of 
the skyscrapers in our minivan. But despite the grandiose architecture of 
the city, more than anything else, I’m relieved to be off the plane. | hate 
flying. 

Fear of flight isn’t a problem for Splinter Cell’s chief protagonist, Sam 
Fisher. It’s a good thing too, because the inside of an aircraft plays host to 
Sam's base of operations in Blacklist, the latest game in the popular 
action-stealth series, and the first title to come from new studio Ubisoft 
Toronto. 

The Paladin is a mobile base, a central hub for a new covert 
organisation answerable only to the President; Fourth Echelon. Sam is the 
head of this new team of counter-terrorist specialists, and along with a 
cast of both new and returning characters, he jets around the globe in 
order to foil a dastardly terrorist plot against the United States. 

However, Sam’s Paladin is much more than just a means of transport. 
It also acts as the hub that links together the three different strands of the 
game; the single-player campaign, cooperative side missions, and the 
return of fan-favourite adversarial mode Spies vs. Mercs. Ubisoft's grand 
idea is intuitively link the various components of 
the game into one ceniral space. 

The Paladin is the solution to the problem of 
fractured game elements that, even though they 
sat on the same disc and existed in the same 
world, never really connected in the way they 
were intended to in Conviction. It feels like a 
mini-Normandy, and you can move around the 
plane and talk to teammates, some of whom will 
give you additional side-missions. In Blacklist. 
everything will rest within this one central hub; 
the Strategic Mission Interface is intended to 


KNOW YOUR ENEMY 


make different elements more accessible, to enrich the overall experience 
the player has with the game. 

Those who played Conviction will know what I’m talking about. Despite 
a solid co-operative campaign that neatly preceded the single-player 
adventure, playing it felt like playing an entirely different game. A different 
cast of characters, along with the distinct shift in gameplay that such 
cooperation brings, meant that it felt bolted on. An afterthought. There 
looks to be no such break in immersion in Blacklist. 

In Conviction, the previous chapter in the series, we last saw Sam 
saving the President from an attempted coup d'etat, shortly after being 
reunited with his daughter, thought dead thanks to a conspiracy led by his 
old taskmasters. To save the day he had to literally tear down the 
headquarters of the old guard - Third Echelon. It was a much more 
personal story than fans of the series were accustomed to, and along with 
this narrative shift, the game itself ushered in a variety of subtle, but 
impactful changes to the Splinter Cell formula. 

Blacklist picks up where Conviction left off. After the events of the last 
game transpired, a new terrorist threat - a group of rogue nations called 
The Engineers - has reared its head. They've got a beef with the United 
States, and are targeting their various interests around the world. Their 
threat: to attack and terrorise unti] America 
withdraws all her troops from around the globe. 
The basis for the idea came when designers 
stumbled across the fact that the U.S. has a 
military presence in two thirds of the countries in 
the world. An astonishing fact, and certainly a 
conceivable plot device with which to drive 
forwards the antagonist's motives. 

The President, ever grateful for Sam's 
assistance in the White House during the 
conclusion to Conviction, brings Fisher out of 
retirement and puts him in control of the new- 
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look Echelon. In order to take the job he has 
one simple requirement: he wants to do things 
his way. Joining him in his mission is series 
mainstay Anna “Grimm” Grimsdottir, who once 
again takes her place by Sam’s side, as well as 
couple of new faces, including tech specialist 
and hacker Charlie Cole, and former-C.1.A. 
operative Isaac Briggs. 

Their brief is simple: by whatever means 
necessary they must stop The Engineers from 
executing the Blacklist - a countdown of attacks 
on major population centres and American 
interests around the world. It’s the quintessential 
Clancy narrative. 

One of the things that has defined previous entries into the series, is the 
voice of Sam Fisher. Previously played by actor Michael Ironside (Total 
Recall, Starship Troopers), this time around the role is being filled by Eric 
Johnson. Ironside, despite giving up the part, will still be on hand to lend 
assistance, briefing Johnson on the nuances of the role. The result: Sam 
has been able to cheat time, and looks younger than ever before. Happily 
Johnson does a good job in playing the iconic character, and we doubt 
many fans will mind the switch. 

The reason for the change is in no small part due to the motion capture 
techniques being used in Blacklist. All Ubisoft studios have a speciality, 
and the newest edition to the network is no different. Toronto’s brief is to 
push the boundaries of motion capture technology, and this is to be done 
in a state-of-the-art purpose-built studio located just next door to main 
offices. 

Ubisoft Toronto are really pushing the boat out when it comes to motion 
capture. Actors are filmed from a variety of angles, whilst wearing suits that 
track their every movement. These body suits have proved incredibly useful 
for creating the super-agent that is Sam Fisher. Military experts have come 
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in and worked with the team in order to map out 
an impressive amount of different movements and 
takedowns, ensuring variety and fluidity throughout 
the campaign. 

Sam has never looked deadlier than his does in 
Blacklist, and this is exemplified by Killing in 
Motion, the evolution of the Mark and Kill 
mechanic that polarised fans of the series with its 
introduction in Conviction. Here Ubisoft are looking 
to take it even further, and when executed it really 
does make Fisher look badass. 

As in Conviction, targets can be marked from 
concealed positions, and when the time is right. 
with the tap of a button, an unstoppable onslaught 
can be initiated against highlighted opponents. The ability is unlocked 
following close-quarters takedowns, and you can only prepare one attack 
at a time. It’s incredibly overpowered, but you know what, | liked it. A major 
annoyance of mine in the past has been that when trouble kicks off in 
previous Splinter Cell titles, cumbersome third-person controls often left 
Sam flapping, vulnerable, and ultimately cannon-fodder for run-of-the-mill 
footsoldiers, and nothing at all like the kick-ass assassin we’re constantly 
told that he is. 

Art director Scott Lee explained it me as the “Oh Shit” button, which is 
an apt description. Unlike Conviction, where these attacks could only be 
initiated from a stationary position, in Blacklist Fisher will blast his way 
through whole patrols of enemy troops whilst on the move. In short, it looks 
fantastic. Puritans are able to ignore the feature completely should they so 
wish, whilst others - like myself - will likely employ it as a last measure, 
should all hell break loose because of a mistake or after discovery due to 
the unexpected movements of a patrol. More action-orientated players will 
be able to plan whole attacks around the mechanic. 

This variety of choice is indicative of the single-player campaign as a 


whole. Players will be able to really tailor their own experience to suit their 
style of play. There’s three basic ways to approach the game; Ghost, 
Panther, and Assault. For those who like nothing better than sticking to 
the shadows, moving through levels undetected, you'll be rewarded for 
playing in that way with extra credits (to be spent on upgrades). Equally, if 
you want to go in all guns blazing, that’s a supported play style now. A 
nod to more casual gamers. Those in the middle, who employ aggressive 
stealth tactics, and don’t mind getting their hands dirty when the need 
arises, will also be rewarded. There’s no wrong way to play Blacklist, just 
preference. That’s what Ubisoft are aiming for at any rate. 

In much the same way as there’s ways to play, there’s different routes 
through each area. We're promised more verticality than in previous 
games, and varying options when approaching each scenario. Ghost 
players, seeking the path of least resistance, will no doubt seek out 
ledges to cling to, and small walls to hide behind, whereas Assault 
specialists will have open spaces with which to experiment. 

The campaign, like the different multiplayer options, is centralised via 
the Paladin. Using credits earned in-mission (you get more for being 
consistent in your approach) you can upgrade equipment, and further 
boost the effectiveness of your airborne fortress. We're not sure yet 
exactly how much this will impact gameplay, but dedicated players will 
have plenty of customisation options, ranging from improvements to your 
arsenal of weapons, to new and interesting gadgets. 

Spies vs. Mercs is the adversarial side of the game, and it comes in 
two flavours. The first is Classic - a relatively untouched version of the 
mode that originally appeared in Splinter Cell: Pandora Tomorrow. The 
second - Blacklist - is a variant of the original, 
and although little changes other than the 
amount of people involved, this increase in 
numbers changes the experience dramatically. T 

Both modes are fun. There's potential in abilit 
both to eat away at evenings and inspire pro 
intense rivalry between friends. We only f 
sampled a handful of games of each type, 
across a trio of maps, but so far this fan- 
favourite mode is looking good. As Blacklist's 
multiplayer game director, Gunther Galipot, 
told us: "This one we left it pretty much 
untouched... for those fans from the first 
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Pandora, | really wanted to make sure that they had their Spies vs. Mercs 
mode back." 

The basic premise is simple: spies must hack the three terminals 
located on each map, the mercs must stop them. Both teams take it in 
turns to play as both classes, and the winners are those who, as spies, 
can hack the most terminals in each ten minute round. 

Where both modes differ significantly from the original is in the 
customisation options available to the player. There's scope for a huge 
range of play styles, and while we only had time enough to sample some 
of the presets on offer, there's evident depth here. There's plenty of 
options - ranging from passive abilities to handy gadgetry - and we're 
looking forward to getting our hands on the finished product so we can 
really tailor our experience and see just how deep this facet of the game 
goes. 

Then there’s the co-op campaign (which can also be played solo), 
which sees Sam joined by Isaac Briggs. Over fourteen original maps 
players will have the chance to play out a variety of different mission 
types (the style of each level will be determined by the character that 
suggests the mission). Some will be vintage Splinter Cell, with stealth of 
the utmost importance, whilst others will be more action-orientated, with 
waves of enemies that need to be repelled. 

We had a chance to play out two missions, and although they were 
good fun, there were still a lot of rough edges in the build we saw. It felt 
like the most unpolished element of the game, and work will need to be 
done to ensure it hits the same notes as the single-player and adversarial 
modes. That said, even the glitchy co-op levels weren’t enough to 
dampen our enthusiasm for the whole. Splinter 
Cell: Blacklist is shaping up very nicely indeed. 
Fans of the series will be pleased to hear that 
the stealthy core remains intact, but there’s 
enough variety in the gameplay that should 
ensure a more casual audience needn’t shy 
away from the latest game in a series famed for 
its stealthy and tactical approach to action. 
We'll have to wait until August to find out 
Ubisoft Toronto is able to deliver across the 
board, but everything we've seen so far 
suggests that Splinter Cell is in good hands. 

Mike Holmes 
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The Last of Us 


PS 


It takes the game all of ten minutes to deliver its emotional punch. 
The reinterpretation of the zombie apocalypse dazzles, more so that it 
takes conventional beats and still leaves you heart in mouth {a place 
it'll stay for most of the game). It’s amazing as a piece of character 
work and sets a confident mission statement for what's to come. 

If the game stumbles in the immediate aftermath, it's because it slips 
back into gaming convention, giving us a gun and getting us quickly 
acquainted with the kill or be killed nature of this new world. 

But that’s the nature of The Last of Us; stark, charged moments that 
hit with the power and speed of a baseball bat. Quick cut-aways work 
more smartly than the glorification of sickening imagery. The studio 
deftly turn their hand to the modern survival horror genre and carve 
their own niche. For the next few hours it introduces the rules (death is 
but a couple of bullets away) and the threats (smart human scavengers 
with great aim, swarms of inhuman mutations with swinging fists and 
snapping teeth). The key word: vulnerability. 

In a way, The Last of Us is closest to this year's Tomb Raider in feel, 
if inversely proportional with its gameplay. It’s a fairly linear, but lengthy 
adventure with little side exploration, yet repeatedly introduces you to 


Genre 


Publisher 


Developer Naughty Dog are 
known for their f\ 


most iconic creatio 


be 


barmy marsupial of Crash 
Bandicoot 
platfortr erstar on 
PSOne, and Nh 1 Drake 
adventurer and star of the 
PS3 trilogy Uncharted 


ho became a 


Pills to grant you upgrades 
such as more health or bet 
hearing are few and far 
‘tween, forcing you to focus 
on whate' kill is most 
important to you 


Release 


large, sometimes multi-floored areas, where level design and 
larger enemy numbers concentrate your character Joel into 
stalking through tension-filled stealth sections. 

Stealth is key. A mechanic that focuses on Joel's hearing 
turns the world a dull grey, nearby enemies outlined in white. 
It's a satisfying alternative to a mini-map, and directs you to 
study the layout of the area; engage with it. Joel will lean into 
walls when pressed against them, and a quick tap will let you 
vault them. Yet even if you can skirt patrols with confidence, 
that vulnerability keeps you on edge. 

Any noise - even knocking over leftover bottles or furniture 
- will attract attention. With superior numbers and being well- 
armed, scavengers are tougher than the infected. Your ammo 
count is scarce, so a handful of bullets become last resort 
instead of opening statement. A tossed brick to turn an 
enemy's head just long enough is as essential as a gun. 

Close-range combat, when it comes, is brutal. Strangling is 
unpleasant, violent finishers horrifying. Death is never 
glorified, and you'll wince with every bruise and break. 


The need to find items, such as health kits and ingredients 
for molotov cocktails, trains you to sniff round every area 
before proceeding, and as a result you'll occasionally miss 
exposition between other characters that join you at times on 
your trek across the city. It's a niggling annoyance. 

Exposition is short and to the point, yet fleshes out both 


IT'S AN ESCORT STORY, BUT NOT AN ESCORT GAME. 
LIKE BIOSHOCK’S LIZ, ELLIE DOESN'T GET IN THE WAY 


characters and the situation with a realism that's captivating. 
Your main companion is Ellie, who starts off an unwelcome 
package you've got to deliver to the other side of the city, 
but slowly, naturally, grows into something much more. Her 
and Joel’s relationship is key to the game’s narrative. 

While it's an escort story, it's not an escort game. Like 
Bioshock's Elizabeth, she's immune from harm and will chip 
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in to help. But while Naughty Dog do their best to keep her out of the 
way during stealth sections, it's apparent at times that Ellie, or any 
character that's with you, can clearly be seen by enemies but are 
being ignored. It cracks the illusion, but thankfully doesn't shatter it. 

Visually the game is stunningly mundane. Crumbled architecture has 
a washed out colour and Naughty Dog never treats the vast destroyed 
vistas as visual pornography. As a result they feel even more beautifully 
realised. You clock them as vast warrens of danger, dead ends and 
lengthy climbs. The design is fantastic, every apartment, sewer, high- 
rise building feeling likes they’ve been built from real-life blueprints 
rather than tailored to size for a game layout. 

While the gameplay mightn't be new or completely original, Naughty 
Dog have brought together those different elements and made them 
their own to create a masterclass in survival horror. They've worked 
hard to make a world that looks blandly real and as a result you feel 

completely grounded in it, and crafted a story that'll happily 
kick you in the heart multiple times. And you'll thank it for 
the experience. Play this game as soon as possible. 
Gillen McAllister 


ping ita 


lition to your 


screen. 


Animal Crossing: New Leaf 


NINTENDO 30S 


New Leaf demands commitment. “Demands” is likely too strong a word 
for a game that takes such a relaxed view of the social and town simulation 
genre. But more than any series out there, Animal Crossing asks you for a 
dedication that’s measured in the months rather than days. If you’re edgy 
about long-term relationships, you may need to look elsewhere. 

It’s a title that makes no demands of you, yet you'll feel compelled to go 
back to it multiple times a day, and feel guilty if you don’t. As it is with every 
game, you begin as a new arrival in a town populated with animal folk, get 
yourself setup in a small house, and start exploring the surrounding town to 
find residents to converse with and a series of activities to get involved in. 
The game's synced in with your handheld’s internal clock, and town, shops 
and neighbours stick to routines dictated by the 24/7 day and night cycle. 

There are travellers that appear on town only on certain days, catchable 
insects and fish that only appear during certain seasons. Events, festivals. 
DJ nights. Exotic getaways. Continue engaging neighbours in conversation 
and your relationships will gradually evolve, the odd clash of seeing a 
repeated phrase not hiding the fact that the game’s loaded with masses of 
original dialogue and brilliant humour, and residents will recall past answers 
to previous conversations weeks later. You can even voyeuristically watch 
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them converse, argue, swop jokes and presents with each other. 
This is not an experience in which a 100% completion ratio can 
be measured in months. There’s good reason only one Animal 
Crossing game is released per Nintendo generation. 

The vibe is languid; bright primary colours, breezy music and a 
heavy hand in puns and one-liners. Nothing’s ever forced on you: 
even the initial loan taken out to erect your first house can be 
paid off whenever you like. A series of simple tasks can map out 
a relaxed schedule - fishing, digging for fossils, catching insects, 
collecting fruit or objects washed up on the beach. Head to the 
local reseller and pocket some money. Donate fossils to 
museums. Spend cash on new clothes or household items. 

Yet somewhere in all this you find New Leaf has clawed its way 
into your brain, your thoughts. As much as social media has seen 
us become far too heavily attatched to people we may not meet 
in real life, so to you'll find yourself flipping your 3DS on during 
the day - first thing in the morning, during lunch, before bed - just 
to check in with everybody. Run through a few messages, make 
sure the town’s clean of weeds. Chat with that crazily excercise- 
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game (and retailers even warn you of time paradox issues if you attempt to 
do so). The daily clock gives your time in the game a framework, and the 
friendly nature a continued sense of mellow accomplishment whatever your 
pursuits are. 

Flick the system's wi-fi on, and there's the option of inviting friends into 
your town to explore and see what you've built, and there’s a Happy Home 
Showcase just off the town’s High Street that pulls in player information via 
sed in the StreetPass to display their home interiors, letting you place orders for items. 
ite the return Once you've paid off your loan, you can take out another to expand your 
ly lodgings. Pumping money into the town and the businesses will see your 
home and its surroundings grow, pulling in new business ventures as well 
We as new faces. The game keeps scaling up, offering incentives just out of 
reach if only you had the cash, but you never see the harsh grind that you 
know exists beneath the sugar-coated surface. You just keep plugging 
away happily. 

Think of it as less a game, more a life choice. It’s a twee game, 


fa 


obessed new neighbour. And unlike social media, at least they'll 
remain civil to you no matter what. It’s likely that welcoming 
atmosphere that stops you dismissing it and filling your time with 
something else. 

New Leaf brings Mayoral responsibilties (again, fully optional), 
letting you choose to turn your town into a night-time haven for 


YOU'LL FIND NEW LEAF HAS CLAWED ITS WAY INTO 
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shopping, focus on altering the town with publicly-funded works, 
or keep it buzzing as an early-bird retreat. While you choose a them 
randomly generated town to begin, you can take an axe to trees 

and plant others elsewhere. Kick out residents that annoy you. 
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The flexibility, to both the town’s look (to make it more personal 
to you), and your real life schedule is a weclome one. Sure you 
can fiddle with the 3DS clock, but you’re missing the point of the 


but don’t mistake it for childish. It’s an addictive, warm- 
hearted title that deserves to be on your 3DS. 
Gillen McAllister 
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Remember Me 


PC PS3 XBOX 360 1 


Remember Me is set in Neo-Paris in the year 2084. The city has been 
largely rebuilt thanks to the effects of radical climate change and the havoc 
wrought by the European civil war. This has served to heighten the social 
inequality within the city, with poor districts having been mostly ignored 
and left as terrible, flooded slums. One of the factions seeking social justice 
are the Errorists, though the focus of their hate is with the Memorize 
Corporation and their Sensation Engine (or Sensen), which lets people 
share their memories over the web. The Errorists consider this a massive 
breach of privacy, as well as an insidious way to contro! society itself. 

Errorist number one is Nilin. She is as a Memhunter, who is able to use 
Sensen to steal peoples’ secrets straight out of their skulls. What sets Nilin 
apart though, is her special ability to remix existing memories. This is the 
game’s signature concept, but it’s built into the framework of a third-person 
action adventure, and one part of a game that includes platforming and full 
combat mechanics. 

The graphical design is quite distinctive, full-blown cyberpunk, yet it does 
manage to avoid many of the cliches usually associated with the genre. A 
futuristic city like this practically begs the player to do some exploring, but 
unfortunately Remember Me is a heavily linear experience. 
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Sensen constantly tells the player where to jump and climb, but 
attempts to push past what's directed will be met with a feeble 
little hop. Nilin is a spry thing though, and she reminds strongly of 
Assassin's Creed with the smooth, graceful way she handles 
platforming. The player does need to be on the ball though, since 
it is annoyingly easy to miss some apparently simple jumps. 

Nilin is also a very capable fighter when she has to be - and in 
Remember Me, she really has to be. Fights are usually contained 
into closed arenas which you're locked into until the enemies in it 
are knocked out. It’s slightly unbalanced, delivering that one extra 
wave too many and edging the combat from fun towards grind. 

At least the combat is entertaining in itself. As the game 
progresses, Nilin is given access to longer combo chains, which 
can be customised in the Combolab, using punches and kicks 
from four different categories, and interweaving health boosting 
attacks into the mix.. This is not as free a system as one might 
think though, because you can only define the effects of the 
strikes, with the strikes executed with a few button taps. Sure, it 
avoids the danger of one-button combos, but there could have 


at least been more combos available and more variety in the 
button presses needed. 

But it’s Nilin's capability to remix the memories of others that’s 
the game’s calling card. The Memhunter dives into one scene 
from the target's life, and guides it towards a traumatic resolution 
for her own gain. The scene, played out as a cutscene that you 


REMIXING MEMORIES IS THE GAME'S HIGHLIGHT 
THOUGH WE'D HAVE WELCOMED MORE OPTIONS 


can freely pan around, can be rewound and fast forwarded while 
you look for little glitches that will let you change something in 
the scene. Change, replay, watch the outcome. Finding the right 
combination takes time, but the system is smart and enjoyable 
to tinker with. Yet again, more variety would have helped. 

The player has to make the right yes/no-choice about half a 
dozen times per memory, so this isn't precisely creative freeform 
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remixing. Only one preset ending will work, and there are very few remix 
scenes in the game. They are visually interesting though, and you are 
guaranteed to have some chilling moments with them. 

The story’s decent, surprisingly grittier than you'd expect as it combines 
weighty social issues with far more personal experiences and dilemmas. 
The voice acting in Remember Me is not getting Oscar nominations, and 
Nilin's accent is so scattered that | could not even begin to place it. With 
the music, outside combat its nicely atmospheric, but during fighting it 
builds upon Nilin's combo attacks - which really works when the going is 
smooth, but can get annoying quickly when you’re making a mess. 

We really hope that Dontnod will continue making games in this exciting 
universe, but that they open up their concept from what it is now, and give 
their players more choice in almost all areas of the game. More exploration, 
more choices for remixing memories, and more combos for the combat. As 
it is, Remember Me is a fine gaming experience which has a lot of unused 

potential that will hopefully blossom sometime in the future - it’s 
a game that seems well suited to getting the time and budget 
it deserves in a next-gen sequel. 
Mika Sorvari 
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GRID 2 
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It could be that Codemasters have got comfortable. Having played the 
original Grid religiously and poured numerous hours into this sequel, it 
does feel that Codemasters - one of the best racing studios the world has 
ever seen - is sticking to what's tried and tested than pushing the 
envelope out with Grid 2. We can’t blame them in a way: when you've 
revolutionised a genre, captivated fans and critics and sold millions of 
games, then it’s easy to simply repeat the formula that has been so 
successful. And Grid 2 is far from a poor game. It's the opposite. It's a 
beautifully put together mix of realism and arcade inspired physics, filled 
to the brim with attitude and racing disciplines. 

However, it's not without issues. The original was more varied, better 
balanced, better optimised, featured better aesthetics, level design and a 
more inspired presentation. Such a high bar means that for all the quality 


THE FIRST GAME WAS SO REVOLUTIONARY, IT 
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this is a slightly underwhelming sequel. 
The concept is identical to the previous game. You take on the role of 
a rookie driver tasked with rising through the ranks of amateur racing to 
the big leagues and the World Series Racing, where the real money is. 
The road to WSR is rather quick, even if your coach keeps saying how 
long and difficult it is. After about an hour you're done racing in the 
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minors, and you'll start racing in the American leg of the 
fictional racing series (WSR). After an hour or two racing on 
American soil the competitions continue in Europe. A couple 
more hours and you're off to Japan, where you win the whole 
cup before you really feel like you've gotten started. 

Grid 2 is surprisingly short, and at times it comes across as 
more of an expansion than the fully loaded sequel we had been 
expecting. It's all over before things really get going, and it's all 
too easy. Yet the difficulty settings have been poorly balanced, 
and even when playing on Hard settings, you can win certain 
races with a two minutes margin to the second placed car, 
while in the next race everyone leaves you in the dust at the 
start line. 

The career mode lacks the personality and atmosphere 
from before. The garage, where you tune your cars and pick 
the next event, looks almost identical to the one from the first 
game and the information laden load screens feel taken from 
Dirt 3. Everything adds to the sense of repetition of proven and 
trusted components, while the tracks, pulled from the likes of 
Paris, Barcelona, and London - don’t measure up to the first 
game either and are a boring bunch in comparision. 

This is a technically sound racer but we expected 
a much more progressive game that built on what 
came before rather than a straight replay. 

Petter Hegevall. 
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This is classic Resident Evil. A emphasis 
on panic and helplessness due to lower 
ammo counts and overwhelming enemies 
that blew away fans of the series when the 
game made its debut last year on 3DS. 
Now, PC and console owners have the 
opportunity to experience Jill Valentine 
and Chris Redfield's exploits leading up 
to the events of Resident Evil 5, this 
time with a fresh HD resolution - and 
some new content. 

It all begins when Jill and new partner 
Parker get onboard ghost ship Queen 
Zenobia to find the missing Chris, but 


IT JUMPS BETWEEN THE 
CAST AS IF THE WHOLE 
STORY WAS A TV SERIES 


it's not long before the whole thing 
turns out to be a trap, as terrorist 
organization Veltro wants to exact 
revenge on humanity. 

The game jumps back and forth 
between the six main characters as if 
the whole thing were a TV series. This 
eternal shifting leads not only to a huge 
environmental variation as we drop in 
on the cast across the world, but each 
storyline also offers a different take on 
the RE formula. 


Fuse 


The core of Fuse is your typical third-person shooter. You move from 
cover to cover firing at anything and everything that moves. The controls 
are smooth, you climb and move behind cover like a panther, and the 
shooting is accurate. This is where you naturally slot in comparisons with 
Gears of War and Uncharted, but that's only true as far as the mechanics 
go, as unfortunately the plot and setting disappoints. 

At the story’s centre is a mercenary team of four called Overstrike 9, 
hired by the government to investigate an attack on a research facility. 
Apparently there is this new alien substance called Fuse that the bad 
guys want to get their hands on. As you may have expected, it will be up 


OVERSTRIKE 


Fuse originally appeared at E3 
2070 under the name 
erstrike. If, and its originally 
s, disappeared 
soon 0 be reborn as the 
more generic Fuse. 


PS3 XBOX 360 |") = 


Release 


tree to progress through, and while they are fairly 


similar, they're focused on their own unique skill. 


The interesting team mechanics are what saves 
the game. It's been designed with 2-4 player co-op 
in mind; single player isn’t great. In the beginning 


you will be able to advance using any of the 
characters, but towards the latter part your only 
viable option is to use a ranged approach. The 
artificial intelligence of your squad mates simply 


doesn't measure up, and it becomes very tedious. 


to you to save the world. 

You'll soon forget the names of the characters, while the enemies seem 
to be have been unearthed from the video game designer's cemetery. A 
number of different human outfits join spider robots and rampaging mech 
robots (that all seem somewhat out of place) in this cover-based shooter. 

The first two levels of the game are set in generic and boring industrial 
plants, but after a while you'll get to see more varied environments. 


THE SAVING GRACE IS THE CHARACTER- 
SPECFIC ABILITIES AND THE CO-OP OPTION 


Add to this the fact that the game spans across 
seven hours and you'll realise that single player isn't 
how Fuse is meant to be played. 

However, if you can play the game splitscreen on 
your sofa or online, then things pick up. In addition 
to the campaign there is the (almost mandatory) 
inclusion of a wave-based Horde-like co-op mode, 
twelve waves with randomised mini-missions that, 
includes protecting certain objects, killing an enemy 
leader within a set time limit, or simply surviving for 
a designated period of time. If you band together 
with some good friends you're going to get a few 


As Jill Valentine, you must constantly 
deal with ammunition shortages and 
health-giving herb shortages. As the 
other characters, you'll have access to 
more weapons. These more action- 
oriented sequences work as the series 
has in recent years, stepping away 
again from the horror genre. 

This HD conversion does almost 
everything right, with improved textures, 
character models and sound (there are 


some issues with frequent loading times 
and flat lighting though). The game's 
Raid mode is back, having you play 
through various stages taken from the 
campaign and trying to defeat all the 
enemies in as short a time as possible. 
While tailored for handheld originally, 
if you’re eager for some of the 
old school Resident Evil you 
can’t go far wrong with this. 
Mathias Holmberg 


Enemies repeat like a broken record, and the boss fights don't really 
help. There is exactly one really interesting boss fight, but most of them 
just feel bland and uninspired. 

The saving grace here is the abilities of the characters. Each is able to 
handle standard weapons, but the four heroes also have access to one 
unique Fuse-powered weapon. These offer different abilities that allow for 
specialisation, made up of an increasingly potent damage dealing sniper, 
a tank with an energy shield, a crowd controller, and a healer. 

These special weapons, when combined, manage to elevate the level 
of entertainment. There is also a bit of character progression to manage, 
but don't expect anything close to Borderlands. Each character has one 


hours of enjoyment out of it. 
This is not what we're used to seeing from 


Insomniac Games. Somewhere this game strayed 


from what could have been a fun diversion, to 


become a generic and unimaginative mess. What 
saves proceedings somewhat are the mechanics 


and the co-op, If you've got friends who enjoy 


playing co-op, then Fuse is worth a shot, 
but there are better genre alternatives 


available out there. 
Arttu Rajala 


Wreck-it Ralph 


BLU-RAY Disney tackles video games in a feature-length movie that’s less the cameo- 


rich comedy than you’d want, but is as good as the company’s classic animated flicks. 


Genre ADVENTURE Publisher DISNEY Format BLU-RAY/DVD Release JUNE 3 


The easy sell is it’s Toy Story but with video games. The brilliance of this 
movie, part road trip, part nostalgic gaming-fest, is that it doesn’t feel either a 
dumbed down version of that movie, nor a rip-off of its concept. The jokes may 
be skewed younger and lack that consistent duality to include both kids and 
adults that’s the mark of a great Pixar flick, but there’s a depth to Ralph's story 
and arc that outweighs his 2D origins. 

In Toy Story it’s a kid’s bedroom, here it’s an arcade hall at night, with casts 
from every cabinet in the place intermingling between opening hours, switching 
locations via power leads and multi-plug sockets, the crossover junction point 
realised as a gaming version of New York’s Central Station. 

We take this journey with Ralph, a Donkey Kong-analogue who spends the 
day bashing residental buildings and utlimately being toppled every time a coin 
is fired into the cabinet by Fix It Felix Jr., the earnest Mario-a-like. Ralph’s eager 
for change from being the bad guy and acceptance from those he terrorises as 
part of the day job, So he hatches a plan to win a medal from another arcade 
game... and ends up drawing together a disparate set of characters and 
having (as these things go) to accept who he is while cleaning up the 
wreck he’s managed to makes in the process. 


SPECIAL FEATURES 
The fifteen minute Making Of 
documentary dedicates most 
of its time to the pr 
Ca tion and the design 
of the different game worlds 

vith nothing me 


animated short Paperman: 


Despite the cameo-tich first act, the movie only fleetingly 
dabbles with famous characters (mainly as a fantastic self- 
help group for bad guys, and pause-or-you'll-miss-them 
crowd shots of Central Station). But the core cast that join 
Ralph and the worlds travelled to are too well cut from the 
archetypes of gaming genres and characters. You can tell 
Disney have done their homework in pre-production (note 
the third act climax that echoes Final Fantasy boss fights). 

But this is still typical Disney, and with the company 
wary of alienating any audience member during the 
running time, it plays convention (and in-jokes) in broad 
strokes, and the movie dips come the middle act as Ralph 
spends his time in the Mario Kart-style game of Sugar 
Rush and the gaming elements are stripped back even 

further. But come the end of a gaming montage 
credits sequence, the movie’s managed to win 
you over. 
Gillen McAllister 
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INFAMOUS 

A P83 franchise's that's flirted with our Guide Top 10 continuously 
since the first issue, this action adventure romp (with superheroic 
powers) is definitely worth a look. It plays. much better than most 
of the other genre types out there 


PS VITA 


The portable PlayStation’s still trying to find its feet, 
but front and rear touch control, along with online 
functionality makes this a handheld with a difference. 


For full reviews of all games, 96 to 


www.gamereactor.co.uk 


PLAYSTATION 3 


Even with PS4 announced, there’s plenty the PS3 has to offer: a 
huge collection of stone-cold classics along with Blu-ray playback. 
The system’s paid-for PS Plus service offers digital games for free. 


GAMEREACTOR CO.UK 


Price £228.99 Manuiactures Sony Release March 2007 


THE LAST OF US 


Genre ACTION Developer NAUGHTY DOG Publisher SONY 
Great stealth mechanics layered onto an exceptional story. 


GOD OF WAR 3 


Genre ACTION Developer SONY SANTA MONICA Publisher SONY 
Action epics don’t come bigger or more brutal than this. 


LITTLE BIG PLANET 2 


Genre ADVENTURE Developer MEDIAMOLECULE Publisher SONY 
Build your own game with the most extensive custom editor ever. 


JOURNEY 


Genre ADVENTURE Developer THATGAMECOMPANY Publisher SONY 
Mesmerising PSN adventure with a co-op experience like no other. 


BATMAN: ARKHAM ASYLUM 
Genre ACTION Developer ROCKSTEADY STUDIOS Publisher EIDOS 


The sequel may be bigger, but the original's tighter in every respect. 


BATTLEFIELD 3 


Genre ACTION Developer DICE Publisher EA 
EA’s FPS with large-scale multiplayer conflicts does war right. 


RED DEAD REDEMPTION 
Genre ACTION Developer ROCKSTAR SAN DIEGO Publisher ROCKSTAR GAMES 


Rockstar's Western with a sandbox world you'll lose yourself in. 


BIOSHOCK 


Genre ACTION Developer IRRATIONAL GAMES Publisher 2K GAMES 
A disturbing trip into the ocean depths in this story-driven FPS. 


METAL GEAR SOLID 4: GUNS OF THE PATRIOTS 
Genfe ACTION Developer KOJIMA PRODUCTIONS Publisher KONAMI 


HEAVY RAIN 


Genre ADVENTURE Developer QUANTIC DREAM Publisher SONY 
Trend-setting psychological thriller. Ignore the plot holes and enjoy. 


It may be more movie than game, but Kojima’s opus has to be played. 


All lists in the Guide are based solely on the collective editorial opinions at GAMEREACTOR and are not based onsa 


Price £217.99 Mandacturer Sony Release February 2012 


|. GRAVITY RUSH 
j » Genre ACTION Developer SCE JAPAN STUDIO Publisher SONY 

Gravity-defying adventure that’s a true original. 

_._ LITTLE BIG PLANET PS VITA 

ii. ® Genre PLATFORM Developer TARSIER STUDIOS Publisher SONY 
Portable version of the franchise that loses nothing in the move. 

ane RAYMAN ORIGINS 

GSS Genre PLATFORM Developer UBISOFT Publisher l/BISOF] 
No multiplayer, but it’s still an amazing single-player platformer. 

’ 


UNCHARTED: GOLDEN ABYSS 
Genre ACTION Developer SCE BEND Publisher SONY 


Another great outing for Nathan Drake and a poster child for Vita. 


: WIPEOUT 2048 
2 Genre RACING Developer STUDIO LIVERPOOL Publisher SONY 
Celebrate Studio Liverpool's life with this amazing futuristic racer. 


VIRTUA TENNIS 4 


FIO Genre SPORTS Developer SEGAM3 Publisher SEGA 
Sega's court action works both as a quick fix and for longer play. 


___ PERSONA 4: THE GOLDEN 


f Genre RPG Developer TEAM PERSONA Publisher ATLUS 
School sim meets dungeon crawler. Bizarre and beautiful. 


. SOUND SHAPES 
Pe) Genre ACTION Developer QUEASY GAMES Publisher SONY 
Headphones are a must for this music-propelled platformer. 
__ SUPER STARDUST DELTA 
BEI) «Genre ACTION Developer HOUSEMARQUE Publisher SONY 


Classic twin-stick shooter with plenty of modes to fire through. 
Fae TALES FROM SPACE: MUTANT BLOBS ATTACK 

3 ti Genre PUZZLE Developer DRINKBOX STUDIOS Publisher DRINKBOX STUDIOS 
Side-scrolling adventure as you eat enemies to conquer the world. 


Ss, or popularity based on active players. 


CASTLEVANIA: SYMPHONY OF THE NIGHT 
Still the best in the ‘classic’ form of the franc Symphony originally 
was released on PSOne and reinvented the sic dling platformer as.a 
sprawling free-roaming RPG-lite adventure set in one castle, unlocking 
new areas and weapons as you go. It's worth every Microsoft Point. 


XBOX 360 


Microsoft’s console offers App-style video streaming 
options alongside a comprehensive game catalogue, 
and Xbox Live Gold grants online multiplayer. 


Pac-Man meets Hitman in this top-down crime caper from Pocke 


Controlling a team of suspicious characters S must infiltrat 
different buildings and make off with the loot. A wondertul art style is complimented 
by intuitive gameplay and a stellar soundtrack. Unmissabte 


PC / WINDOWS 


The platform is the home of indie games, and thanks to the 
extended life-cycle of the current generation of consoles, if 
you’re looking for next-gen visuals, PC’s the way to go. 


Microsoft 


MASS EFrert TRILOGY 


Genre joper BIOWARE Publisher EA 


THE ELDER SCROLLS V: ikea 


ore RPG STUDIOS Publisher BETHES ! 


Developer BETHESDA GAN 


The sci-fi epic that'll swallow your social life and make you shed tears. Steam Workshop integration makes PC the best tr ee to play Skyrim. 


RED DEAD REDEMPTION 


GUILD WARS 2 


AN DIEGO Publisher ROCKST Genre Mh 


Genre ACTION Developer ROCKST: JET Publisher NCSOFT 


Rockstar’s Western offers the most engaging open world this gen. GW2 redefined the MMO genre in one fell swoop. 


BIOSHOCK INFINITE 


Genre ACTION Developer IRRATIONAL GAMES Publisher 2K GAMES 


CIVILIZATION V 


Genre STP Developer FIRAXIS GAMES Publisher 2GAMES 


xy 
Engrossing story, great combat. To say more is to spoil. Play it! Strategy games don't come much finer than this. 


GEARS OF WAR 3 


foper EPIC GAMES Publisher MICROSOFT 


MINECRAFT 


MMO D 
If you want to experience Mojang’s modern classic properly. 


oper MOJANG Publisher MOUAN 


Microsoft’s other big sci-fi franchise exclusive. 


FORZA MOTORSPORT 4 


¢ TURN10 Publisher MICE 


FAR CRY 3 


Genre ACTION Developer UBISOFT 


snre RACING Dei 


It lacks Horizon'’s sandbox world, but this is a more focused racer. Avast and beautiful world full of excitement and adventure. 


TOMB RAIDER 


FORM Developer CRYSTALDYNAMICS Publishe 


STARCRAFT II: HEART OF THE SWARM 


Genre STRA 


Genre PL Developer BLIZZARD Publisher ACTIVISION BLIZZARL 


Not a Lara laughs in this tense remake, but it’s a rival for Uncharted. Anew campaign compliments refinements to the multiplayer. 


pinigte caches . 


Genre ACTION 


HOTLINE MIAMI 


yer DENNATON Publisher 


Genre ACTION Develop 


As good solo as it is four- ena, this pNP aes shooter opus is epic. An indie gem packed with brutal action and a surreal story. 


DMC: DEVIL MAY CRY 


af NINJA THEORY Publisher CAPCOM 


TRS EVOLUTION: SGED EDITION 


RAGING Developer RED LYNX Publisher UBISOFT 


Genre ACTION De 


Reboot done good, with expansive combat and bleeding cool. The complete package lands on PC. 


THE ORANGE BOX. 


Genre ACTION Develope 


ROTA 2 


Developer VALVESOFTWARE Publisher VAL\ 


Half-Life 2, Portal and more: the best value FPS bundle on console. Valve's first non-shooter is already attracting a huge following. 


GEOMETRY WARS: foals EVOLVED 2 


Genre ACTION Developer BIZARRE CREATIONS Publisher ACTIVISION 


DIABLO III 


Genre RPG Dew 


XBLA gem with Leaderboard support that makes other titles jealous, Incessant clicking has never been so much fun. 


SUPER METROID 

The sei-fi adventure that spawned a genre (which Castlevania swiped the 
template off and ran with for years) re-réleases on Wii U. The SNES title is 
breodingly atmepsheric and has you trying to upgrade Samus to further 
explore a sprawling landscape. An essential VC title 


NINTENDO WII U 


The newest console on the block offers unique control 
via its tablet-like GamePad, and a game launch line-up 
that mixes Nintendo’s own with the best of third-party. 


9 Manufacturer Ninteride Reledse Noventber 201 


ZOMBI U 


G ACTION Deve 


per UBISOFT MONTPELLIER Publisher UBISOFT 
Undead FPS adventure that’s only possible on Wii U. 


NEW SUPER MARIO BROS. U 
Genre PLATFORM Developer NINTENDO Publisher NINTENDO 


The plumber goes high-def and brings multiplayer with him. 


LEGO CITY UNDERCOVER 
Genre ADVENTURE Developer TT TALES Publisher NINTENDO 


Lego does GTA, and tackles a wealth of movie parodies. 


TRINE 2: DIRECTOR’S CUT 


NBYTE Publisher ATLUS 


Genre PLATFORM Developer FR 


Beautiful side-scrolling puzzle adventure for non-Mario fans. 


SONIC & ALL-STARS RACING TRANSFORMED 


Genre RACING Developer SUMO DIGITAL Publisher SEGA 


Much more than a Mario Kart clone, with plenty of challenges. 


BATMAN: ARKHAM CITY — ARMORED EDITION 


Genre ACTION Developer ROCKSTEADY STUDIOS Publisher WARNER 


Engrossing title as the Dark Knight cleans up Gotham. 


TEKKEN TAG TOURNAMENT 2 


¢ NAMCO BANDA Put 


Genre FIGHTING Develor her NAMCO BANDA! 


Namco's popular fighting franchise gets some Ninty extras. 


DARKSIDERS II 


Genre ACTION Developer VIGIL GAMES Publisher [HO 


Dark fantasy adventure with plenty of action and platforming. 


FIFA 13 


Genre SPORTS Developer EACANADA Publisher FA 


EA’s massive sports title transfers onto Wii U. 


NINJA GAIDEN 3: RAZOR’S EDGE 
Genre ACTION Developer TEAM NINJA Publisher TECMO KOE) 


Proving the Wii U can do bloody action as well as family fun. 


t GAMEREACTOR and are r 


imi HARMOKNIGHT 

Pokemon creators Game Freak break away from Picachu to creat this lovely 
rhythi ion title, downloadable from the S eShop. It's an automated 
side-scroller, requiring you to jump or strike in time with each level's music. 
Surprisingly difficult, the game - like its tunes - is exceptionally catchy 


NINTENDO 3DS 


After a sporadic launch window, the handheld’s settling 
down to a healthy start in 2013, with plenty of games due. 
Here’s ten of the current best. 


Pris £139.98 Manul Nintendo Reiease March 2011 


SUPER MARIO 3D LAND 
ATF per NINTENDO Publisher NINTENDO 


Genre PLi 


Quality Mario title that unlocks its real challenge halfway through. 


‘ORM De 


FIRE EMBLEM: AWAKENING 


IGENT S' 


S Publisher NINTENDO 


Genre STRATEGY Developer INTE 


Goodbye batteries (and social life) with the strategy masterpiece. 


LUIGI’S MANSION 2 


Genre ADVENTURE Developer NEXT LEVEL GAMES Publisher NINTENDO 
Fantastic fifteen hour adventure with the other brother. 


ANIMAL CROSSING: NEW LEAF 
sloper NINTENDO Publisher NINTENDO 


The simulation that'll still introdiuce new stuff years from now. 


Genre SIM De 


MARIO KART 7 
Genre RACING Daveloper NINTENDO Publisher NINTENDO 


Good range of courses and online action gives good karting. 


THE LEGEND OF ZELDA: OCARINA OF TIME 3D 


Genre ADVENTURE Developer NINTENDO Publisher NINTENDO 
Remake it may be, but this action-RPG hasn't aged a day. 


STAR FOX 64 3D 


Genre ACTION Developer NINTENDO Publisher NINTENDO 


Another remake, but Nintendo's space shooter is also flawless. 


RIDGE RACER 3D 


Genre RACING Developer NAMCO BANDA Publisher NAMCO BANDAI 


Consider this a ‘best of’, with classic tracks and great tunes. 


KID ICARUS: UPRISING 


Genre ACTION Developer PROJECT SORA Publisher NINTENDO 
A triumphant return for the lost Nintendo icon. 


PROFESSOR LAYTON AND THE MIRACLE MASK 


Genre PUZZLE Developer LEVEL-S Publisher NINTENDO 


The puzzle-solving professor is back. Thinking caps on. 


BASTION 

While we rightly should continue to highlight the many format originals iOS has to offer here 
we do need to:take time to acknowledge Bastion, the XBLA title that was ported across to 
the App Store, The story-diiven adventure, with.a omniscient narrator whsipering in your ear 
every step of the way, works just as well on mobile 


IPHONE & IPAD 


Apple’s gaming platform is great when it comes to variety. In the 
last few years, iOS games have undergone a massive evolution 
from simple mini-games to titles you’d expect on consoles. 


Price Various Mz 2 Apple Release June 2007 


MODERN COMBAT 4&: ZERO HOUR 


Genre ACTION Developer GAMELOFT Publisher GAMELOFT 
FPS that’s emerged from COD clone to a format killer app. 


THE WALKING DEAD 


Genre ADVENTURE Developer TELLTALE GAMES Publisher TELLTALE GAMES 
Heartbreaking and harrowing episodic story. Brilliant. 


ZEN PINBALL 


Genre ARCADE Developer ZEN STUDIOS Publisher ZEN STUDIOS 


DUNGEON HUNTER 4 


Genre RPG Developer GAMELOFT Publisher GAMELOFT 


PLAGUE INC. 


Morbid strategy title that’s constantly being updated. 


ORDER & CHAOS ONLINE 


Genre MMORPG Developer GAMELOFT Publisher GAMELOF! 
New additions have pulled us back to this WoW clone. 


RAVENSWORD: SHADOWLANDS 


Genre RPG Developer CRESCENT MOON GAMES Publisher CRESCENT MOON 
Mini-version of Skyrim? That'll do for us. 


ARC SQUADRON 


Genre ACTION Developer PSYONIX STUDIOS. Publisher PSYONIX STUDIOS 
Space shooter with high score tables and combos. 


HUNTERS 2 
Genre STRAIEGY Developer RODEO GAMES Publisher RODEO GAMES 
Xcom meets Space Hulk, and a year later, we're still playing it. 


NIMBLE QUEST 


Genre RPG Developer NIMBLEBIT LLC Publisher NIMBLEBIT LLC 


All |ists in the Guide are based solely on the 


Star Wars in pinball form has lured us back to the great pinball player. 


Back to the franchise roots, with absolutely astonishing atmosphere. 


Genre STRATEGY Developer NDEMIG CREATIONS Publisher NDEMIC CREATIONS 


Tiny Tower creators introduce a never-stopping conga line of heroes. 


collective editorial opinions at GAMEREACTOR arid are 


iim SONIC THE HEDGEHOG 


A remastered version of the previously poor mobile port of Sega’s 
iconic platformer manages to finally do right by the fed-shoed runner 
with redone soundtrack, the inclusion of Knuckles and Tails and a 
few other gameplay tweaks. 


ANDROID 


iOS rival packing a lot of features. A wider range 
of mobile specifications can make it a jungle out 
there, but there’s still plenty of great titles. 


tier Various Fe 


Price Various Manuf eptember 2008 


ANGRY BIRDS STAR WARS 


Genre PUZZLE Developer ROVIO ENTERTAINMENT Publisher ROVIO ENTERTAINMENT 
Star Wars licence mixing the best of Angry Birds Space. 


ARCANE LEGENDS 


Genre MMO Developer SPACETIME STUDIOS Publisher SPACETIME STUDIOS 
Simple yet entertaining MMO with a lot of loot. 


MODERN COMBAT 4&: ZERO HOUR 


Genre ACTION Developer GAMELOFT Publisher GAMELOFT 
How to fit a ‘proper’ shooter into mobile or tablet form. 


TRIPLE TOWN 


Genre PUZZLE Developer SPRYFOXLLC Publisher SPRY FOX LC 
Delightful and very different puzzler from the norm. 


WRECK-IT-RALPH 


Genre ACTION Developer DISNEY Publisher DISNEY 
Great mini-games and even more introduced through updates. 


GRAND THEFT AUTO III 


Genre ACTION Developer ROCKSIAR Publisher ROCKSTAR 
Filling the void while we wait for GTA V. 


SUPER HEXAGON 


Genre ACTION Developer TERRY CAVANAGH Publisher TERRY CAVANAGH 
Mesmerising puzzler with runs measured in the seconds. 


WHERE’S MY WATER? 


Genre PUZZLE Daveloper DISNEY Publisher DISNEY 
Disney puzzler’s one of the best brain-teasers on Android. 


PLASMA SKY 
Genre ARCADE Developer SPIKEPIT Publisher SPIKEPIT GAMES 
Great and fast-paced shooter with good music and lots of neon. 


RAYMAN JUNGLE RUN 


Genre PLATFORM Developer UBISOFT Publisher UBISOFT 
Unbelievable design and addictive platform gameplay. 


7 
vai 
ea 
i 
‘a 
a 
‘iy 
wa 
wy 


d on active players 


sere 


tn 


“Favourite game of all time? That is such a tough one,” ponders the 
Injustice: Gods Among Us creator. “When | was young and in college, 
I'd probably play more games than | do now, due to the amount of 
time | had to spare. But what probably consumed my time the most 
out of any game was the arcade game Robotron. It was a dual-stick 
game, a very intense game - you’d be sweating when you were done 
playing it. That was a title I’d actually scheduled my classes around so 
I'd have a break in the middle to go play. That was such a huge thing.” 
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